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INTRODUCTION

This chapter presentsome important safety rules for player conduct whilst
attending one of our events

Safety

Key Concept s

1 Players are trusted to be responsible for their own and each @tsafety.
1 Ifin doubt, ask a ref.

Combat

Unarmed

Care should be taken when using unarmed combat. If )l@uunder theeffects of
alcohol or tired to a point where you can no longer safely use unarmed combat then
you should have the common sense to refrain from doing so. Remember that LARP is
primarily a noncontact hobby and any unsafe or uncivil use of umed combat will

not be tolerated.

Melee

lye YSESS 6SI L2y a&alYd&aE® ®ISNA2SHI e OR[ylamta G Ay 3
foam and latex. During combat be sure to pull your blows. Under no circumstances

must the weapons be used to stab, even if theapon is designed to be safe to do

so. There may be LARRfe weapons onsite that have been designed to look like

ordinary objects such as bar stools or shovels. Do not use something to hit another

player unless you know it to be designeddio sosafely

Projectile

lff FNNRga yR o62fda Ydzad O2yF2NX (2 GKS a
bows must not exceed 30Ibs at 28 inches.

Thrown

Thrown weapons must be larger than an eye socket, be of a safe foam and/or latex
construction and must ndtave a solid core or solid weighting.

Ranged

Ranged weapoprops must be notiring replicas, Biguns or blank firing.

Guns must not have any batteries, ammunition, blanks or other such items installed
whilst on site. You must also refrain from carryingy aof the aforementioned
paraphernalia upon your person whilst on site.



Due to recent concerns raised by players and crew we would ask that laser pointers
not be used.

Non -combat props

Any nonrcombat props such as tools, utensils and boxes must be of aystur
construction and possess no protruding sharp edges, the exception being knives for
cutting food which should only be carried on person whilst eating. Combat knives are
not allowed. Medical props such as syringes must not have needles attached and any
drug physreps must be of a substance that is safe to consume should arypaix
occur.

Any electrical or mechanical props need to be examined by the organisers before
being used. Pneumatic systems must be of a low pressure (not exceeding 50psi) and
be fitted with a dump valve in case of a fault. Electrical systems must be run from a
DC power supply unless cleared with the organisers beforehand. Mechanisms must
not have any exposed moving parts such as transmission systems that may cause
injury.

Phys-reps

General

The futuristic setting means that costume and props do not have to conform to a
specific historical period. Generally A®r 20" century European, Chinese and
American styles work bestith Wild West fashion being of particular merit.

Popular culture references are to be avoided; an Iron Maidshitt isa priceless
FyGAl dzS FnhstY a9 HohaiRKthgiRright mind would risk wearing one
openly.

Similarly any refreshments shouldrform to the same standard, nooke cans or

other well known brands are allowed in the IC areas. Of colrde &t R2Say Qi LINB
you simply remowg the label from a bottle of dke or gluing a new one over the

can. Discreet or lesser known labels are acceptafleh as those found on ale

bottles.

C ombat

Melee and projectile weapons must be ohsstoric or modern day desigmp high
fantasy boneswords or cyberpunk chaiswords.

Ranged weapons must be of a suitable replica quality. Toy guns are permitted if they
are of a sufficient quality and scalle avoid breakng the atmosphere of the game;
no water pistols or poor quality plastic toys.

Professional

aSOKIyAO0aQ G2
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voltmeters and stethoscopes add immensely to the atmosphere and allow more
interesting roleplaying whilst using professional skills.

Miscellaneous

If you have any propsf whichyou are unsure of the suitability with regards to phys
rep orsafety guidelines thepleasecontact the organisers well befotae event



CHARACTERCREATION

This chapter explains how create a character for play in the Serenity LRP ;system
players should submitew characters via our website

Concept

The rules listedn this chapter help you describe your character in mechanical terms
how effective they are in combat, how good they are at fixing machines and the like.
We recommend that playerstart with a brief summary of their character concept

help them add defh to their character before they start to worgbout the numbers

that represent them. Tis can be as brief ag / 2 O] & oGeriué Engige®Br 2 NJ
oCoreworld Surgeon - or something a little more involvedike ¢A Browncoat
veteran disillusionedby the war and holding a grudge against the Alliance, buys a
rickety oldship and forges his own patfin an everd K NJ& y | Ag§Orce Yot Badeh S @
that, the sections that follow will be a whole lot easier.

This is also a good time to start nking about a name for your character; not
because you need to knowt yet, but because it is by far the hardest part of
Character Creation, so you want to sttrinkingearly..

Origin

Knowing where your character came from dafl you awhole lot about who they
are and where the§e going

Home Planet

This is where your character was born and raised; some charaatergroud of it,

a2YS (GNB (G2 KARS AU YR a2YS KI @S 0SSy Y2¢
remember, but everyone wasborn someone. Your characd K2YS LX | ySi
determines their Backgrounds, and those in tuaffect the skills they have when

they enter play and the way they develop once in the game world.

Backgrounds also provide a guide foleplaying your character igame, similar to
character stats (like Strength, Intelligence & Charisma) in tabletop RPGs.

You must pick a home planet for your character; a lisswtable planets can be
found in the Serenity RPG or on the FireflyWikf you want to create your own
planet, you must submit a narrative description with your charadeetails

Backgrounds

Backgrounds are split into three categories:

! http://www.fireflywiki.org/Firefly/CategoryPlanets



http://www.fireflywiki.org/Firefly/CategoryPlanets

Build

Your general physicéitness Characters with higBuild are strong, quickand made
of tougher stuff than their peers.

Sophistication

A charactetthat is raised to understand the intricacies of etiquetted courtesy will
have highSophistication. They know the right people and can say tight thing to
open doorsg andare generally wealthier for it.

{ OK22ft Ay Q
Those with proper education and aurious mind will have higi OK22f Ay Q
Technological and Medical skills generally require fighK 2 2 f A y Q

A characte® starting levels iBuild, Sophisticationand{ O K 2 2ré depétlenton
where they originated, broadly split into Core Worldxrder Worlds and Frontier
Worlds

Background Build Sophistication Schoolin’
Core 1 2 2
Border 2 1 2
Frontier 3 1 1

Skills (whichyou will pick later) have a prequisite background level in order to
purchase, so if you do ngtossess a background at thequiredlevel it willbe more
difficult to acquirethe skill.

Merit
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this is their Merit.

Each player starts play with a merit which is selected from theirlishe Merits

chapter. If you havean idea for a merit that you would like and that is not listed

please contact theorganisers beforehand talevelop the idea. The advantages a

Merit provides may be lose NJ A YLIN2E 3SR RSLISYRAYy3 2y I OKI
the game.

Flaw

b 2 6 2sPérfect and some people have more obvious imperfections than agthers
buti K iQa y2d Iff o6F)R a4 GKSe& 2FG4Sy FTAYR gl &

You may opt to take a flaw at staup in order to gain additional points with which to
purchase skills. You may phase a maximum of one flaw. Apbint flaw provides
you with one additional skill point and a-foint flaw provides you withtwo
additional skill points.



Flaws are listed in thElawschapter.

Skills

A Starting character may choose anymber of skills to a total cost of no more than
8 points. This may be increased by taking a flaw.

The cost of taking a skill is determined by the base cost of the skill, plus any
prerequisite backgrounds or skilldf you do not possess the prerequisite
backgrounds the points costiiscreased byl for every level of backgrourntiat the
prerequisite is above your actual backgroutfda skill is listed as a prerequisite then
you must possess the prerequisite skilfdre you may purchase the skKill.

E.g.Armour [Heavy]has a prerequisite of Build and a cost of three points, a
character with 3Build may purchase the skill for 3 points whilst a character with 1
Build must pay 5 points to purchase the skKill.

Some skillsvill require equipment from théequipmentsection orBLUESUN CATALOGUE
to use in play.

Skills can be purchased only once, unless otherwise stated Bkiischapter.

Health

‘Al charactes have two Statistics that measure their current heafdt the purposes

of combat Vitality & Body.

Vitality is a measure of how energetic agileg 2 dzNJ OKI N} OGSNJ AaT gKSy
Vitality, youQ NB -resté&dfandready to go; when you hit Qitality> & 2 dzZQNBE 6 S| NB
out of breath. In combatit is you ability to dodge, duck, dip, dive dodgeand it

allows you to ignore most damaggill you run out and slow down...

Body, conversely, indicates how many times yaharactercan be hit in the face

with a 2 X 4 shot or otherwise beaten up before they fall over. Whaur Bodyis

Y2NB (KIy nx @2dz YIed 0SS ol GGSNBSR | yR 0 NMzA &
0St26 n FyR @&2dzQNdevényatalRjury, ISNJ 2 F & SNR 2 dz&

All characters start with 4/itality and 3 Body, these values can be changed by

certain merits and flaws, th€oughskill and the use of armw. The details of how to

use these stats can be found in the section under Vitality, Body and Dying.




MERITS

This chapter contains a list ¢fie standards Merits that are available to starting
charactesand a description of the bonunferred

Merit Description

Assets You have a greater amount of mon&y spend on starting
equipment 100 credits, to be exact.

Benefactor Someone has taken a liking to you; you may call on then|
aid when needed.

Book Smart +1{ OK22f Ay Q

Built like a Brick| +1Build
Outhouse

Cortex Empathy You may purchase th€ortexer skill multiple times. Pleas
see the chapter on Skills for details.

Cortex Spectre There is no computer record of your existence; you ar
ghost who cannot be tracked.

| A3K CI f d +1Sophistication

Home Base You own a bit of property on some plartégat you can use tq
store things, lay low or entertain guests.

Lightning Reflexes | +1 Vitality

Lore fype] You have significant knowledge in a specific uncommon
(e.g. Reaver Lore.) The organisers will provide you with a
sheet and may beonsulted about additional details.

Mean Left Hook You gain the ability to make tHgtrikeunarmed combat call i
unarmed combat, even if you do not possess @& & (i
skill. If you gain the ability to make ti&rikecall through the
aforementioned skills it upgrades ouble Strike

Mechanical TheMechanicskill costs 1 less point per purchase.
Empathy

Strong as an Ox You may use a rifle, shotgun or assault rifle in one h
usually they must be wielded in two.

Stun Resistance You take less effect frorBtuncalls; when you are knocke
unconscious, you wake up aftemrminutes rather than 10.

10



Merit Description

Tenacious You take an additional minute to bleed a level when
negative Body. So-1 to -2 would take youthree minutes
rather than two and it takes yosixminutes to bleed from4
to -5 rather than five minutes.

Wealth This merit operates exactly the same as theestment skill

with the exception that the money is your own and does
need to be repaid. Details of hothie Investment skill works
can be found in the Blue Sun Catalogue.

11



FLAWS

This chapter lists the Flaws that are available to starting charaetersy with a

RSAONALIIAZ2Y 27

G§KS Cfl ¢gQa

Flaw

Description

One Point Flaws

Glass dw

You fall unconscious for ten minuteghenever you are hi
with the Strikeor Double Strikealls, even if the damage wa
soaked on Vitalityg note that this is not the same as beir
knocked out byStundamage.

Branded

You have a vikle brand signifying you as a convict
criminal, whether you were guilty or not. This brand must
physrepped and located in an obvious and hard to cond
place such as the face

Bleeder

You take one less minute to bleetbwn a level when ir
negativeBody. So-1 to -2 would take you one minute rathg
than two and it takes you four minutes to bleed froshto -5
rather than five minutes.

DeadlyEnemy

., 2d2Q@S 320G 2y GKS

you dead as doornail.

GNR2Y3 &

Lightweight

You fall unconscious a2 Bodyrather than-4.

Space Bkness

Space flight causes you significant discomfort which mus
roleplayed in appropriate situations

Infamy

You are known to be trouble and will have a hard time get
folks to trust you.

Permanent hjury

-1 Body

SlowHealing

You require twice as lon@2 hours per point}to heal lost
Body.

Mistaken Identity

Could be you share the name of a wanted criminal, coulc
your faceis somehow familiar. Whatever the reasdalks are
always getting you confused witomeone else.

Stun \Wlnerability

You take increased effect frorfStun weaponry. You spen
twenty minutes unconscious rather than ten.

12
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Flaw

Description

Debt

You owe some folks a lot of money and they expect reg
payments elsel K S éo@é tb collect.This is equivalent tc
having a level of thénvestmenta { A f £ = 0 dzll &
money.

Two Point Flaws

Combat Rralysis

. 2dzNJ YSNBS A& akKz2dad FyR @2
fire. Whenin combat you may make no actiather than to
run to cover until the fight is over. Yozannot even act tg
apply first aid to your friends.

Slow learner {2YSUKAY3 | o2dzi GKS gle @
sink in too well.
You cannot benefit from the aid of a teacher whilst learn
skills in downtime.
Mute You cannot talk
Clumsy Could be you're lame, could be that you're just plain clun
Either way, toughuck kid.-1 Vitality.
Variable (1 or 2) Point Flaws
Wanted Ref Discretion. Some level of government or law enforcen

glyta G2 GFL1S e2dz R26y | YR
you till they do.

13



XILLS

A skill markedvith an asterisk*) may be purchased multiple times for cumulative
effects.

Note Memberdip skills are mutually exclusive; you cannot purchase more than one.

Skill Costs

Skills aregrouped bystandard points cdsand are listed withthe skill name andny
prerequisite backgrounds or skills. If no prerequisite is listed the skill will abvesys
the base points cost.

Skill Prerequisites (if any)

Zero Point Skills

Computer Literate 2{ OK22ft Ay Q

CAaid CA3IKI|2Build

Navigate 2{ OK22ft Ay Q
Pistols
One Point Skills
Bow 2 Build
Conceal

Escape Artist

Faith Member 2{ OK22ft Ay Q
Investment*

Knowledge fype]*

Martial Arts 2 Buildand 2Sophistication

Melee [Onehanded]

Open Lock

Thrown Weapons

Tough*

14



Skill

Prerequisites (if any)

Two Point Skills

Armour [Light]

2 Build

Cortexer

Computer Literate 2{ O K 2 and 236 istication

Cortexing
Specialisation ffole]*

Cortexer, Cortex Empathy

First Aid

Gang Member

Melee [Twohanded]

Melee [Onehanded]and 2Build

Original Researcl Knowledge 2{ OK2 2f Ay Q
[subject*
Rifles/Shotguns
Swords 2 Sophistication
Three Point Skills
Armour [Heavy] 3 Build
GuildMember 2 Sophistication
Guild Member| 3 Sophistication

[Companions]

Mechanic* 2{ OK22ft Ay Q
Medicine First Aidand 2{ OK22f Ay Q
Pilot

Four Point Skills

Assault Weapons

Surgery

Medicineand 3{f OK2 2 f A y Q

Six Point Skills

HeavyWeapons

15




Skill Descriptions

Armour [Heavy] 3pts

You may wear heavy armour such as carapace armour or heavy-jnatet vests
which will provide you with +8Body as described in the combat section ung
Vitality, Body and Dying To benefit from thisskill you must wear an approprial

physrep.

If you wear heavy armour without possessing this skill you will still gain addit
Bodybut will be at-2 Vitality.

Armour [Light] 2pts

You may wear light armour such as flak armour or tmgpact weave which wil
provide +2Bodyin combat. To benefit from this skill you must wear an appropr
physrep.

If you wear light armour without possessing this skill you will still gain addit
Body but will be atl Vitality.

Assault Weapons 4pts

Youmay use basic automatic weaponry in combat as described in the combat s
underRanged Combat

Bow 1pt

You may use a bow in combat as described in the combat section rdgctile
Combat.

Computer Literate Opts

You can competently operate a computer and access information on the Cortex

Conceal 1pt

You may conceal a small weapon (dagger or pistol) or other item about your pet
Physical searches of your person will not reveahtle@pon or item.

During downtime you may conceal several small items or a single large item
crate) onboard the ship in which you travel. Searches of the ship will not revex
items.

16



Cortexer 2pts

You may regprogram computer systems and programsd bypass simple computs
security systemslhis is covered in more detail in tBeUESUN TECHNICAM ANUAL

Characters with th€ortex Empathymerit may take theCortexerskillmultiple times
and this is capped ai KS OK [{ NI K@M haracter with Schoolir)
(and theCortex Empathymerit) maytake the Cortexerskill twice.

Cortexing Specialisation [ ro/e] 2pts

Choose aole: Diagnosis, InflitrationTampering or Cleaap.

You have reached a sufficient level of proficieimrcZortexing to begin specialisiimg
a particular areaThe effects of eaclole is covered in detail in thBLUESUN TECHNICA
MANUAL

Characteramay takethe Cortexing Specialisatioskill as many times as they haj
points in { OK 2 &fSbphification. Thus, a character with 2 OK 2 2afdA2y
Sophistication may take theCortexing Specialisatiorskill four times.Additional
levels may have any rgleegardless of the role(s) chosen previously

Escape Artist 1pt

You are used to avoiding slavers, lawnagnust trouble in general. If bound by rof
or handcuffed you may escape the bonds. Roleplay struggling for 2 minutes the
may remove the bonds and act normally.

Faith Member 1pt

You are a Shepherd or equivalent of your chosédth fcommonly Chriganity or
Buddhism possess the relevant identification papers, Holy Scriptures and can
access to their facilities. You may also receive instructions and information from
faith during play or downtime.

In-character actions will influence yourastding within your faith and may lead
promotion or exclusion.

Note: As you will be roleplaying a member of a realrld religion you are expecte
to be respectful to any beliefs that may not be your own and try not to causeBy
character offence. Angne being blatantly disrespectful will be escorted off site.

First Aid 2pts

You may stabilise a character that is-dn-2 or-3 Body. To use this skill you mu
apply an appropriate physep to the character being stabilised, e.g. a bandage.

This is overed in more detéin the combat section undeYitality, Body and Dying
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